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ABSTRACT 



An electronic card game adapted to be implemented on a 
non-reel type gaming machine. In one embodiment of the 
invention, the electronic game can be implemented as a 
poker game, enabling multiple games to be played simulta- 
neously. The cards for each card game are displayed, for 
example, in a row or column. When multiple games are 
played simultaneously, the cards are displayed in a NxM 
matrix, where N is the number of games played and M is the 
number of cards per game. For five card poker, the cards are 
displayed in a N by 5 matrix, where N is the number of 
games being played simultaneously. In accordance with an 
important aspect of the invention, the pay lines when mul- 
tiple simultaneous games are played are not confined to the 
row or column defining each game. For example, the pay 
lines may include rows, columns, diagonals, the letters v, c, 
m and w and other configurations to provide an increased 
number of pay lines. By providing an increased number of 
pay lines, larger wagers and thus larger potential pay outs are 
possible to make the game more attractive to potential 
players. 
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REF 


HAND 


TOTALS 








A 




Royal flush = 




1 


B 




5 of a kind = 




0 
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4 of a kind = 
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Straight flush = 
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Full house = 
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Flush 




0 
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Straight = 
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3 of a kind = 
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Paytable for 
MEGA POKER 

5 Decks used 
One deck per column 



# of columns in pay line: 





1 


2 


3 


4 


5 


Royal Flush 


250 


125 


80 


60 


50 


Straight Flush 


50 


25 


15 


12 


10 


4 of a Kind 


50 


25 


15 


12 


10 


Full house 


9 


4 


3 


2 


2 


Flush 


7 


3 


2 


1 


1 


Straight 


4 


2 


1 


1 


1 


3 of a kind 


3 


1 


1 






2 pair 


2 


1 








pair of JacKs or better 


1 










Above credit wins are multiplied by the wager on each payline. 



Bonus multiplier (for more than fiv« paylines) 


5 of a kind 


Pays 20 x payline wager 


Order bonus 


Pays 5 x payline win 


Same suit bonus 


Pays 2 x payline win 



Royal Flushes 

with max credits wagered 


on winning paylines: 


# of Royals 


Wins 


14+ 


Progressive 


14 


1,000,000 


13 


52000 


12 


48000 


11 


44000 


10 


400C0 


9 


36000 


8 


32000 


7 


28000 


6 


24000 


5 


20000 


4 


16000 


3 


12000 


2 


6000 


1 


4000 



Order bonus applies to straights, straight flushes, and royals when Ihey occur by card value sequence in the payline. 
Only highest wins are awarded for each payline. Malfunctions void all pays and plays 



Example of a typical Mega Card game paytable screen. 

FIG. 18 
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MEGA CARD GAME 

BACKGROUND OF THE INVENTION 
[0001] 1. Field of the Invention 

[0002] The present invention relates to an electronic card 
game and more particularly to an electronic card game that 
enables multiple simultaneous games to be played in which 
the pay lines are implemented in a matrix in order to 
provides increased pay lines and thus increased pay outs to 
make the game more enticing to players. 

[0003] 2. Description of the Prior Art 

[0004] Various gaming machines are known. For example, 
both reel and non-reel type gaming machines are known. 
Reel type gaming machines normally include three or more 
rotating reels, either mechanically controlled, as disclosed in 
commonly owned U.S. Pat. No. 4,711,452, or electronically 
controlled, as disclosed in commonly owned U.S. Pat. No. 
4,448,419. In such reel type gaming machines, various 
symbols are disposed along the circumference of the reel. 
Standard reels for standard size gaming machines are known 
to have 22 stop positions for carrying 22 symbols per reel. 
In a three reel gaming machine with 22 symbols per reel, the 
odds of getting three particular symbols are 22x22x22 or 
10,648. For a quarter slot machine, $2,662.00 is collected in 
every 10,648 plays. In order for the game to just break even, 
the maximum pay out is limited to $2,662. 

[0005] Slot machines with such low pay outs are not 
enticing to many potential players. As such, gaming 
machines with relatively higher pay outs have been devel- 
oped and found to be more popular with potential players. 
For example, slot machines with virtual reels are known. 
Examples of virtual reel slot machines are disclosed in 
commonly owned U.S. Pat. Nos. 4,448,419 and 5,947,820. 
In such virtual reel slot machines, the reels are software 
controlled and are primarily used for display to provide a 
player with a look and feel of a conventional reel type slot 
machine. For example, commonly owned U.S. Pat. No. 
6,027,115 discloses a virtual reel type slot machine in which 
the symbols on the reels are provided on electronic displays 
which enable up to three symbols per stop of a conventional 
reel for a gaming machine, thus providing 66 symbols per 
reel. 

[0006] While virtual reel type gaming machines, as dis- 
cussed above, provide increased potential pay outs, the 
technology only applies to reel type gaming machines. As 
mentioned above, non-reel type gaming machines are also 
known. An example of a non-reel type gaming machine is an 
electronic card game, such as disclosed in commonly owned 
U.S. Pat. No. 5,833,536. Such games are normally played on 
a gaming machine with a touch screen, for example, as 
disclosed in commonly owned U.S. Pat. No. 5,951397. In 
such electronic card came, the odds and thus the pay outs are 
relatively limited. Thus, there is a need for an electronic 
game that can be implemented on a non-reel type gaming 
machine with an increased pay out relative to known non- 
reel type gaming machines. 

SUMMARY OF THE INVENTION 

[0007] Briefly, the present invention relates to electronic 
card game adapted to be implemented on a non-reel type 
gaming machine. In one embodiment of the invention, the 



electronic game can be implemented as a poker game, 
enabling multiple games to be played simultaneously. The 
cards for each card game are displayed, for example, in a 
row or column. When multiple games are played simulta- 
neously, the cards are displayed in a NxM matrix, w here N 
jsthe number of gan^ pjf wed and Mis the number of cards 
per game . For five card poker , t he cards are displayed in a | 
N by 5 matrix, whe r e N is the number of games being played- 1 
s imultaneously. In accordance with an important aspect of 
the invention, the pay lines when multiple simultaneous 
games are played are not confined to the row or column 
defining each game. For example, the pay lines may include 
rows , columns, ^d iag onals, diamond v's. openv's and other 
configurations to provide, an increased number of pay lines . 
By providing an increased number of pay lines, larger 
wagers and thus larger potential pay outs are possible to 
make the game more attractive to potential players. 

DESCRIPTION OF THE DRAWINGS 

[0008] These and other advantages of the present inven- 
tion will be readily appreciated with reference to the fol- 
lowing specification and attached drawings, wherein: 

[0009] FIG. 1 is a display screen for an exemplary elec- 
tronic card game illustrating 5 cards per game and 5 games 
in accordance with the present invention illustrating the 
exemplary pay lines 1-20. 

[0010] FIG, 2 is similar to FIG. 1 but illustrating exem- 
plary pay lines 21-36. 

[0011] FIG. 3 is similar to FIG. 1 but illustrating exem- 
plary pay lines 37-52. 

[0012] FIG. 4 is similar to FIG. 1 but illustrating exem- 
plary pay lines 53-64. 

[0013] FIG. 5 is a diagram illustrating various player 
inputs for the electronic card game in accordance with the 
present invention. 

[0014] FIG. 6 is a state/flow diagram of the software for 
the electronic card game in accordance with the present 
invention. 

[0015] FIG. 7 is an initial display of the electronic card 
game in accordance with the present invention, shown with 
all of the cards face down, in an exemplary 5x5 matrix with 
one deck per column. 

[0016] FIG. 8 is an exemplary intermediate display of the 
electronic card game in accordance with the present inven- 
tion, shown with all of the cards face up. 

[0017] FIG. 9 is an exemplary successive intermediate 
display, similar to FIG. 8, shown with various cards in each 
column discarded. 

[0018] FIG. 10 is an exemplary successive intermediate 
display, shown with the discarded cards in each column 
replaced with remaining cards from the same deck. 

[0019] FIG. U is an exemplary display illustrating the 
payline evaluation of the five hands illustrated in FIG. 10. 

[0020] FIG. 12 is a tabular evaluation of the five hands 
illustrated in FIG. 10. 

[0021] FIGS. 13-16 are exemplary successive displays 
illustrating fourteen (14) simultaneous royal flushes. 
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[0022] FIG. 17 is a tabular evaluation of the five (5) hands 
illustrated in FIG. 16. 

[0023] FIG. 18 is an exemplary pay table screen. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0024] An electronic card game is provided which enables 
increased wagering and thus increased pay outs. The elec- 
tronic card game may be implemented on a conventional 
touch screen gaming machine, for example, as disclosed in 
commonly owned U.S. Pat. Nos. 5,833,536 and 5,951,397, 
hereby incorporated by reference. The electronic card game 
may be implemented as a stand alone game or a part of a 
progressive system as disclosed in commonly owned U.S. 
Pat. Nos. 4337,728; 5,776,076; 5,855,515 and 5,885,158. 

[0025] The electronic card game may be implemented as 
an NxM matrix where N is the number of games and M is 
the number of cards per game. For an exemplary card game 
for example, s tud or draw poker , five cards are displa yedJq 
a 1x5 row or column for each hand . Multiple games may be 
played simultaneously forming an NxM matrix. For 
example, if five games are played simultaneously, the cards 
are displayed in a 5x5 matrix, as generally shown in FIGS. 
1-10. In accordance with an important aspect of the inven- 
tion, multiple games may be played at one time to provide 
increased payouts. For example with a 5x5 matrix of cards 
as illustrated in FIGS. 1-10, over 100 pay lines are possible, 
thus increasing the odds and the possible pay out of the game 
to make it more attractive to a player. As used herein,^ 
p ayline is de fined as a pattern any group oiLcards that gta rt 
at one side of the matrix and proceeds from card to card , 
either one row v one column or both (one row and one column 
per card) t o the opposite side of the matrix . 

[0026] As illustrated in FIGS. 6-10, one card either at the 
top or bottom of a column may be provided with a different 
aspect ratio than the balance of the cards in the same column 
to signify that each column represents a single hand dealt 
from a single deck. For example, as shown in FIGS. 6-10, all 
of the cards in each of the columns except the bottom cards 
are shown with an aspect ratio of about 1. The bottom cards 
in each of the columns are shown with an aspect ratio less 
than one and may optionally contain an additional symbol 
relative to the balance of the cards in the column. By so 
configuring the aspect ratios of the cards in the columns, the 
concept of one hand from one deck will be clearly conveyed 
to the players. 

[0027] In the example illustrated in FIGS. 1-4, each game 
consists of five cards in a column, generally identified with 
the reference numerals 80, 82, 84, 86 and 88. In particular, 
game 1 consists of the cards 30, 40, 50, 60 and 70 in column 
80. Game 2 consists of the cards 32, 42, 52, 62 and 72 in 
column 82. Game 3 consists of the cards 34, 44, 54, 64 and 
74 in column 84. Game 4 consists of the cards 36, 46, 56, 66 
and 76 in column 86, while game 5 consists of the cards 38, 
48, 58, 68 and 78 in column 88. In order to provide increased 
odds and thus increased pay outs, pay lines are determined 
in different configurations which involve cards in more than 
one game. In accordance with an important aspect of the 
invention, the pay lines may involve more than one game. 
For example, each of the pay lines 1-5 covers the five cards 
in the row 20, 22, 24, 26 and 28 which involves cards from 
all five games. The pay lines 6-10 are each restricted to a 



single game and cover cards along columns of the card 
matrix, generally identified with the reference numerals 80, 
82, 84, 86 and 88. 

[0028] Other pay lines which cover cards from more than 
game are also provided. For example, the pay line 11 
represents a diagonal which includes the cards 30, 42, 54, 66 
and 78. The pay line 12 represents an opposite diagonal 
which includes the cards 38, 46, 54, 62 and 70. 

[0029] FIGS. 1-4 and Tables 1-4 below illustrate some of 
the various exemplary configurations of pay lines. For 
example, the pay lines 13-20 (FIG. 1) illustrate pay lines 
configured in a letter "v" in various orientations. Pay lines 
21-64 (FIGS. 2-4) illustrate other configurations for pay 
lines, such as the letters C, M, U and W; a zig-zag, and a 
1-3-1 combination. Other pay line configurations are also 
possible, which may include different numbers and configu- 
rations of cards within the matrix. 



TABLE 1 



Payline 








Cards 






13 


34 




42 


50 


62 


74 


14 


34 




46 


58 


66 


74 


15 


50 




42 


34 


46 


58 


16 


50 




62 


74 


66 


JO 


17 


30 




42 


54 


46 


38 


18 


70 




62 


54 


42 


30 


19 


70 




62 


54 


66 


78 


20 


78 




66 


54 


46 


38 


[0030] 




















TABLE 2 






Payline 






Cards 






Symbol 


21 


70 


62 


74 


66 


78 


M 


22 


60 


52 


64 


56 


68 


M 


23 


50 


42 


54 


46 


58 


M 


24 


40 


32 


44 


36 


48 


M 


25 


30 


42 


50 


62 


70 


ZIG-ZAG 


26 


32 


44 


52 


64 


72 


ZIG-ZAG 


27 


34 


46 


54 


66 


74 


ZIG-ZAG 


28 


36 


48 


56 


68 


76 


ZIG-ZAG 


29 


38 


46 


34 


42 


30 


W 


30 


48 


56 


44 


52 


40 


W 


31 


58 


66 


54 


62 


50 


W 


32 


68 


76 


64 


72 


60 


w 


33 


78 


66 


58 


46 


38 


ZIG-ZAG 


34 


76 


64 


56 


44 


36 


ZIG-ZAG 


35 


74 


62 


54 


42 


34 


ZIG-ZAG 


36 


72 


60 


52 


40 


32 


ZIG-ZAG 
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TABLE 3 






Payline 






Cards 






Symbol 


37 


70 


62 


64 


66 


78 


Inverted U 


38 


60 


52 


54 


56 


68 


Inverted U 


39 


50 


42 


44 


46 


58 


Inverted U 


40 


40 


32 


34 


36 


48 


Inverted U 


41 


30 


42 


52 


62 


70 


Reverse C 


42 


32 


44 


54 


64 


72 


Reverse C 


43 


34 


46 


56 


66 


74 


Reverse C 


44 


36 


48 


58 


68 


76 


Reverse C 


45 


38 


46 


44 


42 


60 


U 
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TABLE 3-continued 



Paylinc 






Cards 






Symbol 


46 


48 


56 


54 


52 


40 


U 


47 


58 


66 


64 


62 


50 


U 


48 


68 


76 


74 


72 


60 


U 


49 


78 


66 


56 


46 


38 


C 


50 


76 


64 


54 


44 


36 


C 


51 


74 


62 


52 


42 


34 


C 


52 


72 


60 


50 


40 


32 


C 



[0032] 



TABLE 4 


Paylinc 






Cards 






Symbol 


53 


50 


62 


64 


66 


78 


1-3-1 


54 


40 


52 


54 


56 


68 


1-3-1 


55 


30 


42 


44 


46 


58 


1-3-1 


56 


30 


42 


52 


62 


74 


1-3-1 


57 


32 


44 


54 


64 


76 


1-3-1 


58 


34 


46 


56 


66 


78 


1-3-1 


59 


38 


46 


44 


42 


30 


U 


60 


48 


56 


54 


52 


40 


U 


61 


58 


66 


64 


62 


50 


u 


62 


74 


66 


56 


46 


38 


1-3-1 


63 


72 


64 


54 


44 


36 


1-3-1 


64 


70 


62 


52 


42 


34 


1-3-1 



GENERAL DESCRIPTION OF THE GAME 

[0033] The electronic card game in accordance with the 
present invention relates to a card game in which the player 
plays N columns of M rows of cards, for example as shown 
in FIGS. 1-4 and 7-11. A wager is placed on each payline that 

" the player wishes to play. Pl ayers then get the opportunity to 
select from zero to five cards per hand to be discarded . Jh& 
disc arded cards are removed from the matrix and new cards 
are d ealt from the remaining cards in the decks for ea_ch 

* colurrm.~The matrix is then evaluated for all navline com- 
binations which have wagers placed bv the playe r. The 
player receives credits for each winning paylin e. The credits 
won are based upon a pay table, for example, as illustrated 
in FIG. 12, which may be multiplied by the initial wager 
placed on each payline. 

[0034] FIG. 5 illustrates an exemplary display of player 
inputs. The player input devices may consist of a touch 
screen and or player input switches or other means. The 
various player inputs may include one or more of the player 
inputs illustrated in FIG. 5 which include the inputs iden- 
tified with the reference numerals 100, 102, 104, 106 and 
108. 

[0035] Turning to FIG. 6, an electronic gaming machine 
is normally in an initial state identified with the reference 
numeral 112. In this state, a player may optionally initiate 
credits in a gaming machine by inserting coins, currency or 
cashless vouchers as indicated in step 113. Once the credits 
are validated by the gaming machine in a conventional 
manner, a player may select a game from an initial game 
menu display by way of the player input device 100. In 
accordance with an important aspect of the invention, the 
electronic card game may enable the player to select one or 
more choices from a menu of various different games. The 



software for each of the games is similar to FIG. 6. Once the 
game is selected, the cards in each deck are shuffled and the 
machine displays the total available credits and initializes 
the game. In state 116, once the games are selected, the 
machi ne displays the card matrix wi th all cards shown f^ce 
downTas illustrated in FIG. 7. The pay table and payline for 
each game may be displayed by depressing a "Display 
Paytable"102 player input device (FIG. 5). Once the pay 
table is selected, a player can wager different amounts on 
each matrix payline up to the maximum bet or until the 
remaining credits are equal to zero by selecting a 
"Wager"104 player input device. The gaming machine dec- 
rements a credit display as a wager and waits for a deal input 
from the player. 

[0036] In step 118 (FIG. 6), a player selects a "Deal", 
player input device 106 (FIG. 5). When the Deal input 
device 106 is activated, the system deals M columns of N 
cards for the games selected in step 112 (FIG. 6). Each hanj 
i s dealt from a standard d eck which may contain one or more 
extra jokers, and/ or other cards depending on the game 
selecte d bylhe player , as illustrated in FIG. 8. After the 
cards~are dealt in step 118 (FIG. 6), the system may 
optionally include an evaluation state 120. In this state, the 
system may evaluate the matrix and display possible wins 
for each payline played. The system may also display a 
suggested hold strategy to assist the player in state 122. 

[0037] In state 122, t he player is optionally allowed to 
select anywhere from zero to all of the cards to be discarded 
and removed from display . This option may be executed by 
way of a touch screen display, discussed above, in which the 
player is allowed to select either cards to be played or cards 
to be discarded. The discarded cards are removed from the 
display as illustrated in FIG. 9 while the machine reshuffles 
the deck for each hand for each column. The system then 
proceeds to step 124 and awaits for the player to select a 
"Deal Cards" input device 106 (FIG. 5). Once the input 
device 106 is selected, replacement cards for each column 
from the re maining cards in each deck are dealt and dis - 
played in tne a ppropriate columns , as illustrated in FIG. 10, 
States 122 and 124 are optional states depending on the 
particular games selected or game being played. 

[0038] An exemplary display sequence for fourteen (14) 
simultaneous royal flushes is illustrated in FIGS. 13-16, An 
exemplary evaluation of the five (5) hands illustrated in 
FIG. 16 is illustrated in FIG. 17. 

[0039] The system then proceeds to state 126 and evalu- 
ates the entire matrix for each combination of cards for each 
payline for pay amounts and the outcome of the play for all 
pay lines, for example as illustrated in FIG. 11. Exemplary 
pay lines are illustrated in FIG. 11, as dotted lines and 
identified with the characters A-J. An exemplary pay table 
screen is illustrated in FIG. 18. For the exemplary hands 
illustrated in FIG. 11, an exemplary paytable is illustrated in 
FIG. 12. The credits, for example, are illustrated in the pay 
table under the column labeled "Totals" and multiplied by 
the amount of wager per payline. The matrix evaluation of 
payout for each payline is dependent upon the standard 
underlying card game, such as draw poker, stud poker, etc. 
The ranking and payouts for possible card combinations are 
related to the specific card game and the mathematical 
probability of being dealt specific card combination on a 
specific payline as is well known in the art. 
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[0040] After the player credits are established in step 126, 
the system may allow for optional post game bonus play, 
such as double or nothing as indicated In step 128 or may 
proceed to cash out in step 114. If post game bonus play is 
initiated, the system reshuffles the deck and proceeds 
through steps 112-126. 

[0041] After the credits are established in step 126, a 
player may proceed to an optional cash out option 114 by 
selecting the "Cash Out" player input device 108, (FIG. 5), 
in which case, the machine can optionally payout in coins 
and vouchers or combination of the two. Alternatively, the 
player can return to step 112, if credits are greater than 0. In 
this step, the system proceeds as discussed above and 
shuffles the decks or upon player activation cashes out, ends 
the game and returns to step 112. 

[0042] Obviously, many modification and variations of the 
present invention are possible in light of the above teach- 
ings. For example, while the flow charts use draw poker as 
an example, other forms of poker and other card games and 
non-card games are well known to those skilled in the art 
and fall within the spirit and scope of the invention. Thus, it 
is to be understood that, within the scope of the appended 
claims, the invention may be practiced otherwise than as 
specifically described above. 

[0043] What is claimed and desired to be secured by 
Letters Patent of the United States is: 

We claim: 

1. An electronic card game comprising: 

a system for enabling a predetermined multiple of prede- 
termined card games to be played at one time; and 

a system for determining various pay lines, wherein at 
least one of the pay lines utilizes cards from different 
games. 

2. The electronic card game as recited in claim 1, wherein 
said predetermined card game is poker. 

3. The electronic card game as recited in claim 2, wherein 
said predetermined card game is stud poker. 

4. The electronic card game is recited in claim 2, wherein 
said predetermined card game is draw poker. 

5. The electronic card game as recited in claim 1, wherein 
said predetermined multiple is N. 

6. The electronic card game as recited in claim 5, wherein 
said predetermined card game is a five card game, wherein 
each card game is displayed along a row or column and the 
N games are displayed in a Nx5 matrix, where N is the 
number of games being played simultaneously. 

7. The electronic game as illustrated in claim 6, wherein 
N-5. 

8. The electronic card game as recited in claim 6, wherein 
20 pay lines are determined from a first group of different 
pay line configurations in the matrix. 

9. The electronic card game as recited in claim 8, wherein 
said first group of pay line configurations include rows and 
columns. 



10. The electronic card game as illustrated in claim 8, 
wherein said first group of pay line configurations includes 
the symbol V in one or more orientations. 

11. The electronic card game as recited in claim 8, further 
including pay lines 21-36 group from a second group of 
different pay line configurations in the matrix. 

12. The electronic card game as recited in claim 11, 
wherein said second group of pay line configurations include 
the letter M. 

13. The electronic card game as recited in claim 11, 
wherein said second group of pay line configurations include 
the letter W. 

14. The electronic card game as recited in claim 11, 
wherein said second group of pay line configurations include 
a zig-zag. 

15. The electronic card game as recited in claim 11, 
further including pay fines 37-52 from a third group of 
different pay line configurations in the matrix. 

16. The electronic card game as recited in claim 15, 
wherein said third group of pay line configurations includes 
a letter C. 

17. The electronic card game as recited in claim 15, 
wherein said third group of pay line configurations includes 
a letter U. 

18. The electronic card game as recited in claim 15, 
wherein said third group of pay line configurations includes 
a letter C. 

19. The electronic card game as recited in claim 15, 
wherein said third group of pay line configurations includes 
a letter U. 

20. The electronic card game as recited in claim 15, 
further including the pay lines 53-64 from a fourth group of 
different pay line configurations in the matrix. 

21. The electronic card game as recited in claim 20, 
wherein said fourth group includes a 1-3-1 combination. 

22. An electronic card game comprising: 

a system for displaying multiple card games; in a NxM 
matrix, wherein N is the number of card games and M 
is the number of cards per game; and 

a system for determining pay lines in said matrix which 
involve cards from more than one game. 

23. The electronic game as recited in claim 22, wherein 
N=M=5. 

24. The electronic card game as recited in claim 23, 
wherein 21 pay lines are provided. 

25. The electronic card game as recited in claim 24, 
wherein more than 21 pay lines are provided. 

26. An electronic card game comprising: 

a system for enabling a player to select more than one 
games for simultaneous play; and 

a system for determining the payouts for the selected 
games. 

+ * * * * 
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